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I'M TELLING YOU, «AND YOUR SULKING PRESENCE \N $0 WHAT IF HIS LORDSHIP |S UP 
MONEYLENDER, OUTSIDE MY HOME IS PROOF S TO SOMETHING? HE ALWAYS HAS 
I DON'T UNDER- ENOUGH THAT YOUR MASTER THE BEST INTERESTS OF THE CITY. 
STAND THE FUSS. | KHELBEN ARUNSUN IS PLAYING, AT HEART. 

= POWER GAMES AGAIN. 


HIS INTERESTS 

BO NOT WORRY 

ME AS DOES 
HIS SUBTERFUGE. 
WHY QOESN'T HE 
DEAL DIRECTLY? 


I HOPE HE 
CAN REFORM 
HIS METHODS 
NOW, BECAUSE 
OTHERWISE... 
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TRICKS? I'VE BEEN 
RESEARCHING SOME 


ANY STAGE MAGIC 
SINCE... OH-- 


oe ec. 
Ass MISTAK! ES 
AN ERROR IN 
JUOGMENT, 
NOTHING MORE. 


YOU'RE UP 

{ To YOUR OLD 
TRICKS AGAIN, 
AREN'T YOUZ, 


KHELBEN! HAVE YOU 
FORGOTTEN THE LAST 


TIME YOU PLAYED 
YOUR MANIPULATIVE 
GAMES’ 


IT TOOK THE GUILD 
OF STONECUTTERS AND 


7 MASONS F/VE WEEKS TO 


REPAIR THE DAMAGE! LOR? 
PIERGEIRON TOLD YOU-- 


THE UNMASKED S QQ THE ONI 
LORD OF WATERDEEP I SEE AT IME 
FORBADE ME TO MOMENT... 
ENGAGE IN 
NEEDLESS 
MACHINATIONS 
IN THE CITY. 


16 THAT LORD 
PIERGEIRON 
| MAY NEED A 
NEW COURT 
S WIZARD— 


--ONE LESS 
PRONE TO 

Be t\ CANGEROUS 

me A\ PRACTICES. 


f.-TOO MANY TIMES FOR ME NOT 

To RECOGNIZE YOUR SUBTLE PULL 

ON MY STRINGS. WHAT I$ GOING 
ON, PUPPETEER? 


A DARK FORCE 
OPERATING IN 
WATERDEEP. 


I NEEDED 
e¥ SOMEONE EASY To 
RECOGNIZE, COMPETENT 
BUT NOT OVERLY 50, 
AN? TRUSTING. THIS 
SOUTHERN CENTAUR 
DAWAS PERFECT. 


ANP THIS: 
“OARK FORCE’ 
you 


fr = 
MENTIONED? ep 


A FEW WEEKS 


UESTERS’ GUILD 
LOOSED A GIANT 
SKELETON ON THE CITY. 
SOME TYPE OF 
JOKE. 


THESE JESTERS 

AND THEIR ALLIES 
ALSO HIRED WERERATS 
FROM OUTSIDE THE CITY 

TO IMPERSONATE 

THE WATCH. 


Wij 


SOMEONE GAVE 
THOSE WERERATS 
SAFE PASSAGE IN THE 
CITY. AN ORGANIZATION. 
A CRIMINAL 
ORGANIZATION. 


"A THIEVES’ 
GUILD? THE CITY 


)\ HASN'T HAD A THIEVES’ 


GUILD SINCE-- 


SINCE I WAS YOUNG, 

IN PART DUE To THE 

VIGILANCE OF iN 
LIKE YOU. 


‘$0 HOW DOES YOUR 
MOONPENGUIN 
STATUE FIT INTO 


“BORROWED™ A MINOR MAGICAL AND TURNED IT LOOSE THE FISH TAKES 
THE BAIT, AND WE IN ANY 


ITEM FROM THE MASTER WIZARD, IN THE HANDS OF A TRUSTED 
REEL IN OUR BATTLE THERE 


MASKAR WANDS, MADE A COPY, , SERVITOR, PUTTING OUT WORD 
PUT A PERSONAL LOCATOR SPELL] THAT A “POWERFUL ARTIFACT”, CRIMINALS AT ARE LOSSES, 
ON IT... WAS LOOSE IN WATERDEEP. OUR LEISURE. MIRT. 


aS 
“TRUSTED 
) SERVITOR™Z, 


L 


WE MAY 
ALREADY HAVE 
LOST MY BEST 
AGENT, OSCO 

SALIBUCK. 


[ano wiat iF ONE OF 
AND THIS = YOUR "REGRET TABLES* 


CENTAUR'S 


FRIENDSZ 
Ji al You 


PREPARED TO TELL 
ANOTHER POWERFUL 
THEM. I HAD HOPED MAGE THAT YOU USED 
TO KEEP THEM OUT HIS BLOOD-KIN AS 
OF HARM'S WAY. aia BAIT? 
IF THEY ARE LOST, 
AS WEL 


FMASKAR'S 
GRAND--2 


IF NOBLE BLOOD 
IS INVOLVED, WE'LL 
HAVE TO ASSEMBLE 
A RESCUE TEAM. IT 

HASN’T BEEN 
SO LONG... 


DON'T JUST 
COWER THERE, 
~ TERTIUS-- 


--2O 
SOMETHING! 


EEE You 
(70 THE Top Layer 
\ =| OF ACHERON, YOU... 


YOU DRAGON! 


I LOST MY AXE IN 
THE THING'S GULLET. 
I HOPE IT CHOKES. 


GOOD_THING YOU 
STILL HAVE THAT BOARD, 
OR WE'D BE WEAPONLESS. 


AH, SPIRITED 


ON THE CHARM. 


yYou‘LL TELL 
ME ALL YOUR 
SECRETS BEFORE 
YOU DIE... 


fon. cxarm 1S 
Ee 
. 5 
SVESTACKS. eigen WARMBLOOP, 
TYRANT! / { 


OW, OLD ALLY. 

\ iS TELL ME ALL YOU 
MOONPENGLIN. 

3 LIN. 
5 ee 

Y a > ° 


INS 


THERE'S NOT MUCH TO TELL. I WAS HIRED 
D MAN, SEE, TO DELIVER THE STATUE OF THE PENGUIN 
UPTOWN. I DION’T KNOW IT WAS VALUABLE UNTIL ONYX AN? A NEW GUY NAMED 


LADY SHINDIA, DOES YOUR 
MASTER SOMETIMES STRI 
AS... WELL, f= 


HE'S LIKE THAT 
SOMETIMES, BUT 
THE MONEY AN? 

THE FOOD ARE GOOD, 
E'S ON A THIN EDGE 
WORRIED ABOUT 
THE LORDS OF 


E\ WATERDEEP 
Be, \_ FINDING HIM... 


SOMEONE 
PARTICULAR 
IN 


HELP THE 
CENTAUR OUT OF THAT 
Y&NCOMFORTABLE 

NET. 


= .———— 


TO DELIVER. 
. 
e 


rs i 
ARGUE, 
N ‘JUST 90 IT! 


—- 


\ il 
ALAWAR 


PUMMEL THAT 
ILLITHIP BLOODY 
FOR ME, WILL 


YOu? 


ANC THIS |S 
FOR YOUR 
LITTLE 
FRIENDS, THE 
JERMLAINE! 


NO YOU HAVE NOT, 


YOUR FAILINGS IN THIS / (lacainst ENEMIES. 


oy 
ILLITHID. WE’LL DISCUSS ap GUARD OUTSIDE 
MATTER NOW. 


YES, FRIEND 
XANATHAR. 


LAD, YOU'RE 
NEW TO THIS. 
. TAKE FIVE, 


Wwe — 
BEEN WALKING 
FOR MILES. LET'S 
ING A BREATHER, 
OKF 


LONG AGO 
AND FAR ACROSS 
THE SEA OF FALLEN 


STARS THERE WAS J 


THIS DWARF. 


YES, THAT. 


YOU CAN'T THROW 


S| OUT THINGS LIKE 


THAT WITHOUT 
EXPLANATION. 
IT ISN'T DONE. 


IT WASN'T? 
ANYWAY, 

THERE WAS 
THIS DWARF. 


NOTHING. 
IT'S-- 


UPON MY 
GRAN? UNCLE 
MASKAR'S 
SPELLBOOK, 


= ve 


ipo 


[pao poor. | THE TWO 
> [pao poor. | 


Fred NAS We 
Fred OF 
ey ™ 


OR MAYBE IT Ye 
: Guar SEEMED F 


Mf 
LiKe ANIeHE z rmx 


“...THE MAN WHO BET 
THE DWARF AND THE 


| HALFLINGS WHO HIRED 


THE CENTAUR BURST IN, 
INTENT ON TAKING THE 


GEM FOR THEMSELVES. 


“IN A MOMENT, 
A NEW ALLIANCE 


ISTE 


AND THE GEM, 
OID IT MAKE YOU... ER, 
THEM RICH BEYONO 

THEIR WILDEST 
DREAMS? 


DAMNABLE THING 

WAS CURSED. WE WERE 
LUCKY TO GET A FEW 
COPPERS ON THE GOLD 

PIECE FOR \T FROM A 

GUTSY SAGE. 
SS oe 
NOW IF YOU'RE 


QUITE RESTED... 


ae 


lO 
ESCAPE 


GOLD AND GEMS 
ANP_APVENTURE. 
58H = 


om 


yh mM WE SHOU 


Lo 
pee 0c AL most... Pad Ml 


“AND SO THE 
VALIANT WARRIO’ 
WERE REUNITED. 


THE STATUE YOU 
WERE CARRYING, 


WE'D BEST 
HAVE A 
CHAT 
WITH YOUR 
LORD XAN. 


HOW DARE YOU! ONYX 

1S YOUR FRIEVE. HOW 

CAN YOU ACT THIS 
WAY TO HIMZ is 


KID, IT'S OK, 
At 
LANGUAGE... 
DIPN'T NOTICE / FORMAL NAMES... 
IT Last Is A STIFF ACTIONS-~ 
L... p 


IT LOOKS 2 YES 2 Fos) 
ALMOST h FRIENZ ) O ) = 
LIKE ONE OF - ° Zz 
UNCLE am 
MASKAR'S... oe WHAT DID 
A u THIS LORD XAN 
TELL YOU? 


TO GUAR? 
IS DOOR FROM 
ENEMIES. 


WE'LL HAVE To 
GET ARC ENZ, 


NO, YOU'RE 
MY FRIEND. 


THEN YOU 
DON'T HAVE To 
GUAR? XANS 

DOOR FROM 
ANOTHER OF 
YOUR FRIENDS.., 


AND 
SINCE IMA 
FRIEND AND XAN'S: 
‘A FRIEND AND WE’RE 
ALL FRIENDS, LET'S 


ABOUT THIS 
MOON... 


ee 


(Nez 


iss 


Yj 


DON'T MIND 
ME, BOYS. 


4 
‘s 


TIMIDITY, COWARDICE, 
ANDO FOLLY To ITS 
UTMOST, 


\Y 


OH, MY_HEAD... 
WHAT HAPEENED, 


BEHOLOER! 


j =a 


7’ \ t | 
ANNE 
ING. 
1S 


f , 
J HE ONLY ey 
cee j 
SEAS 
_, 


E 


‘i 


THREE GREAT PLACES 


That Aren't on the Map 
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Gaming Notes 
by Jim Lowder 


Timoth Eyesbright 
Centaur 
4th Level Fighter 


Strength: 16 
Intelligence: 12 
Wisdom: 10 
Dexterity: 15 
Charisma: 16 
Constitution: 15 
THACO (To Hit Armor Class 0): ud 
Hit Points: 34 
Alignment: Chaotic good 
Armor Class: 4 


Preferred Weapons: Longbow, Double 
Longsword, Club, Hoofs 

Languages Known: Centaur, Common, 
Eivish 


Timoth grew up witha centaur tribe in 
the glades and pastures around Chon- 
dath and the Chondalwood, far from 
Waterdeep. Unlike the rest of his tribe, 
though, Timoth did not shun contact 
with races not his own. In fact, he was 
quite friendly with many of the tribe’s 
neighbors, including a few groups of 
humans. 

It shouldn't be surprising, then, that 
Timoth left his home at an early age to 
explore the world from which his people 
isolated themselves—and to find adven- 
ture. Not long after he left his tribe, 
Timoth encountered Onyx the Invinci- 
ble. Both the centaur and the dwarf had 
been hired to search for the Yalsur 
Jewel, a magical gem supposedly of 
‘great value. The two fought over the 
jewel, but then joined forces to battle 
the dishonest people who'd sent them 
after it. 

The Yalsur Jewel turned out to be 
cursed and practically worthless, but 
Timoth and the dwarf had forged a 
strong friendship during that adven- 
ture, and they travel together to tnis 
day. 

Timoth is a skilled warrior, and his 
strength gives him a +1 bonus to 
damage. The centaur fighter prefers to 
attack with his special double long- 
sword, which does 1-8 points of damage 
with each blade. Timoth has practiced 
long and hard with this weapon, so he 
suffers no penalty if he attacks with both 
blades in a single round. (Treat each 
blade as a separate weapon.) The double 
sword is retractable and only requires a 
quick flick of a lever on its handle to 
spring to its full fighting length. Because 
he is a centaur, Timoth can also attack 


with his hoofs, each of which does 1-6 
points of damage. 

His thick hide gives Timoth a low 
armor class, which is even lower 
because of his relatively high dexterity. 
Timoth sometimes wears small, spiked 
bucklers on his front flanks in battle. 
These are more ornamental than func- 
tional, though, and they do not affect his 
armor class. 

Though he is a powerful fighter and 
enjoys a good brawl, Timoth is basically 
a cheerful, happy creature. He is quickto 
take hope from small victories and is not 
easily depressed. The centaur is also 
trusting to a fault, which annoys Onyx 
no end. 

Timoth favors skins and furs over 
highly processed clothing, and the 
bracers and paint he wears as orna- 
ment make him look rather brutish. This 
appearance is far from the truth, 
though, as he can show some polish 
when necessary and is quite diplo- 
matic. Timoth realizes, however, thathe 
makes some people uncomfortable, and 
he will sometimes joke about his status 
as a half-man, half-horse to put humans 
and demihumans at ease. 


Xanathar 
Beholder Crime Lord 
Climate/Terrain: Subterranean 
Diet: Omnivore 
Intelligence: 16 
Alignment: Lawful evil 
Armor Class: 0/2/7 
Movement: Flight 3 (B) 
Hit Points: 75 
THACO (To Hit Armor Class 0): 5 
No. of Attacks: 1 
Damage/ Attack: 2-8 
Special Attacks: Magic 
Special Defenses: Anti-magic ray 
Magic Resistance: Special 
Size: M (41, diameter) 
Morale: Fanatic (18) 
XP Value: 14,000 
Xanathar is the self-proclaimed 


leader of the criminal underworld of 
Waterdeep. It enjoys its position as the 
secret master of a large number of the 
city’s thugs and assassins. Yet the 
beholder is extremely worried that the 
Lords of Waterdeep—the secret rulers 
of the city—will discover its lair under 
the city and stop its reign of crime. 

To prevent detection, Xanathar sur- 
rounds itself with what it considers 
faithful servants and kills most others 
who know of its existence or its lair. The 
creature also wears a specially modi- 
fied magic ring that prevents anyone 
from locating the creature by magical 
means. 


Most recently, the crime lord has ga- 
thered drow servants, including Shindia 
Darkeyes, to serve in its lair. Xanathar 
has also had contact with the mind 
flayers that live far below the city. An 
alliance between the beholder and the 
mind flayers would be a terrifying 
prospect for the City of Splendors. 

Xanathar is fond of food, and it con- 
stantly keeps roasted meats of various 
kinds at its side. Rumor has it that more 
than one of the adventurers unlucky 
enough to stumble across the 
beholder’s lair (and survive the many 
traps that surround it) have ended their 
days as Xanathar’s dinner. 

Like all beholders, Xanathar's body is 
protected by a hard covering that gives 
most of its form an armor class of O. The 
beholder’s eyestalks have an armor 
class of 2, and its eyes have an armor 
class of 7. 


Each of the beholder’s ten eyes, as 
well as its large, central eye, has a 
special function. The creature’s central 
eye can project an anti-magic ray that 
causes all magic in its area of effect 
(usually 140 yards) to cease function- 
ing. In addition, each of the smaller eyes 
on the beholder's body can cast a single, 
specific spell. These spells are: charm 
person, charm monster, sleep. teleki- 
nesis, tlesh to stone ray, disintegration 
ray, fear, slow, cause serious wounds, 
and death ray. 

Xanathar, like’most of its kind, is hate- 
ful, greedy, and merciless. It seems in- 
evitable that the beholder will have to 
face the wrath of the powerful Lords of 
Waterdeep if it continues to run an un- 
official thieves’ guild from beneath the 
city. 


This month's stunningly gruesome 
cover was drawn by Jan Duursema. 


MADE & BROUGHT TO YOU BY 
SKOTINKA 


